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The Information Literacy Game is a Web-based board game developed by librarians 
Scott Rice and Amy Harris.  Gameplay is similar to Trivial Pursuit.  Players must answer 
multiple choice questions from four color-coded categories, such as “Searching/Using 
Databases” and “Cite Your Sources/Avoid Plagiarism”.  Correct answers are rewarded with a 
token of the appropriate color.  To win the game, players must collect all four tokens and then 
correctly answer an additional question from each category. 
Players receive immediate feedback on their answers, making the game an instruction 
tool as well as a test of knowledge.  After an answer is selected, the correct answer is revealed 
along with explanatory comments.  A results screen at the end of the game shows how many 
questions from each category were answered correctly by each player.  If the game is used as an 
assignment, this screen can be printed to submit as proof of completion. 
Up to four people can play against each other at once, although all must use the same 
computer or device.  The game supports the use of a mouse, keyboard, or touch screen.  In solo 
player mode, there is a time limit for answering each question.  In multiplayer mode, players take 
turns at their own pace. 
  
While the Information Literacy Game can be played online through the Appalachian 
State University website, some of the content is specific to ASU.  Other librarians wishing to use 
this game will probably prefer to download and customize it for their own institutions.  The 
game files are available for free and include instructions on how to change the questions, replace 
the images, and make other modifications. 
As the questions can be completely rewritten, this game can be customized to support 
general or subject-specific instruction at any level.  No programming experience is necessary, 
although basic familiarity with HTML is helpful.  The default graphics are serviceable, but 
librarians may wish to redesign them to appeal to their specific user populations.  For instance, 
the game board could be edited to feature school colors and mascots. 
In Short: This is a simple, fun online game that tests players’ information literacy 
knowledge.  Although the target audience is first year undergraduates, the game can be adapted 
for almost any user population. 
Recommended. 
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